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AMENDMENTS TO THE CLAIMS: 

This listing of claims will replace all prior versions, and listings, of claims in the 
application: 

1. (Currently Amended) A game apparatus, comprising: 
a first display portion. portion; 
a second display portion, portion; 

a memory storage m e ans for storing to store data to display a game ifflage dmage; 

an input means -device fe f -configured to instructing instruct an arbitrary a position in-on 

said second display portion. portion; 

a sensor to detect coordinat e s d e t e cting m e ans for d e t e cting coordinates data 

corresponding to the a position position instruct e d by said input m e ans, ; 

an-operational object determining m e ans for d e t e rmining programmed logic circuitry 

configured to determine whether or not a first game image displayed on said first display portion 

becomes an object to be operated on the basis of the coordinat e s coordinate data detect e d by said 

coordinat e s d e t e cting m e an s i j 

a processing system configured to cause: 

an imag e display controlling m e ans for switching a switch between said first 
game image which is being displayed on said first display portion and a second game 
image which is being displayed on said second display portion, and respectively 
displaying them -the images on said second display portion and said first display portion 
when a determination is made it is det e rmin e d that said first game image becomes an-the 
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object to be operated on the basis of the coordinate data bv said operational obj e ct 
d e t e rmining m e ans,; and 

a game processing m e ans for p e rforming a game process on said game image 
displayed on second display portion on the basis of the coordinates coordinate data 
d e t e ct e d by said coordinat e s d e t e cting m e ans , wh e r e in 

wherein said gam e proc e ssing m e ans chang e s said the first game image displayed on said 
second display portion by said image display controlling m e ans is changed on the basis of the 
coordinat e s coordinate data detect e d by said coordinates det e cting m e ans . 

. 2. (Canceled) 

3. (Currently Amended) A game apparatus, comprising: 
a first display portion, 
a second display portion, 

a data storage means -medium for storing data to display a game image, 

an input means -device for instructing an arbitrary position in said second display portion, 

a processing system configured to carry out instructions for: 

a coordinat e s det e cting means for detecting coordinates data corresponding to a 
position instructed by said input meansdeyice, 

a mov e m e nt instructing means for instructing a movement of said game image 
between said first display portion and said second display portion, 
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a mov e m e nt instruction d e tecting m e ans for d e t e cting producing movement 
instructing data from said mov e ment instructing means instruction data of the movement 
of the game image between the first display portion and the second display portion , 

an op e rational obj e ct d e t e rmining means for determining whether or not a first 
game image displayed on said first display portion becomes an object to be operated on 
the basis of the movement instructing instruction data detected by said movem e nt 
instruction d e t e cting m e ans , 

an imag e display controlling m e ans for switching between said first game image 
which is being displayed on said first display portion and a second game image which is 
being displayed on said second display portion, and respectively displaying them- the first 
game image and the second game image on said second display portion and said first 
display portion when it is d e t e rmin e d a determination is made that said first game image 
becomes an object to be operated by said op e rational obj e ct d e t e rmining m e ans , and 

a gam e proc e ssing m e ans for performing a game process on said game image 
displayed on said second display portion on the basis of the coordinates dat a detect e d by 
said coordinat es det e cting m e ans , and wherein 

* 

said gam e proc e ssing m e ans chang e s the game process changes said first game image displayed 
on said second display portion by said imag e display controlling m e ans on the basis of the 
coordinates data det e ct e d by said coordinat e s det e cting means . 

4. (Canceled) 
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5. (Currently Amended) A game apparatus according to claim 1, wherein said operational 
object determining means -programmed logic circuitry further determines whether or not said first 
game image displayed on said second display portion by said imag e display controlling m e an s 
does not become an-the object to be operated, and 

if said first game image displayed on said second display portion does not become the 
object to be operated by the operational object determining programmed logic circuitry, then the 
processing system is configured to cause said imag e display controlling m e ans displays said first 
game image to be displayed on said first display portion when it is d e termin e d that said first 
gam e imag e display e d on said s e cond display portion do e s not b e com e an obj e ct to b e op e rat e d 
by said op e rational obj e ct d e t e rmining means . 

6. (Currently Amended) A game apparatus according to claim 5, wherein if said first 
game image does not become the object to be operated by the operational object determining 
programmed logic circuitry, then the processing system is configured to cause said imag e display 
controlling m e ans displays said first game image to be changed on the basis of the coordinate 
data by said game proc e ssing m e ans on said first display portion wh e n it is d e t e rmin e d that said 
first gam e imag e do e s not b e come an object to b e op e rat e d by said op e rational obj e ct 
d e termining m e ans . 

7. (Currently Amended) A game apparatus according to claim 5, wherein 

said operational object determining means- programmed logic circuitry includ e s a 
condition d e t e rmining m e ans for d e t e rmining determines whether or not a predetermined 
condition is satisfied in a state tha t when said first game image is being displayed on said second 
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display portion , and by d e t e rmining that th e pr e d e t e rmined condition is satisfi e d by said 
condition d e t e rmining m e ans, and further determines that said first game image does not become 
an-the object to be operated, 

if said first game image does not become an object to be operated by said operational 
object determining programmed logic circuitry, then the processing system is configured to 
cause said imag e display controlling moans displays said first game image displayed on said 
second display portion to be displayed on said first display portion and causes displays said 
second game image displayed on said first display portion on said -to be displayed on the second 
display portion when it is det e rmined that said first game image docs not become an obj e ct to be 
op e rat e d by said operational object determining m e ans . 

8. (Currently Amended) A game apparatus according to claim 1, wherein 

said memory storage means-stores data to display a game image including a plurality of 

figures, 

said operational object determining programmed logic circuitry means includes a s e l e ct e d 
figure d e t e rmining m e ans for d e termining determines whether or not any one of figur e out of 
said plurality of figures of the second game image displayed on said second display portion is 
selected on the basis of the coordinat e s coordinate data detected by said coordinates d e tecting 
m e an s, and by determining that said figure is selected by said sel e cted figure d e termining m e ans, 
determines that said first game image displayed on said first display portion becomes an-the 
object to be operated, 

if said first game image becomes the object to be operated by said operational object 
determining programmed logic circuitry, then the processing system is c onfigured to cause said 
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imag e display controlling m e ans displays said first game image displayed on said first display 
portion to be displayed on said second display portion and displays to cause said second game 
image displayed on said second display portion to be displayed on said first display portion-whet* 
it is d e t e rmin e d that said first gam e imag e b e com e s an obj e ct to b e op e rated by said op e rational 
object determining m e ans . 

9. (Currently Amended) A game apparatus according to claim 8, wherein if said first 
game image becomes the object to be operated by said operational object determining 
programmed logic circuitry, then the processing system is configured to cause said imag e display 
controlling m e ans displays on said first display portion to display a third game image obtained 
by changing said second game image in such a manner as to exclude the selected figure from 
said second game image displayed on second display portion and displays to cause said first 
game image displayed on said first display portion and said selected figure on said second 
display portion to be displayed whon it is d e t e rmin e d that said first game imag e b e comes an 
obj e ct to b e op e rat e d by said op e rational obj e ct d e t e rmining m e ans . 

10. (Currently Amended) A game apparatus according to claim 9, wherein said 
operational object determining programmed logic circuitry means- further determines includ e s a 
figur e arrang e m e nt position d e termining m e ans for d e t e rmining whether or not said selected 
figure is arranged in a predetermined position in said first game image on the basis of the 
coordinat e s coordinate data detected by said coordinates d e t e cting means after the processing 
system causes said first game image is display e d to be displayed on said second display portion 
by said imag e display controlling m e ans , and by determining that said selected figure is arranged 
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in the predetermined position by said figure arrang e m e nt position d e t e rmining m e ans, determines 
that said first game image does not become an-the object to be operated, and 

if said first game image does not become the object to be operated by said operational 
object determining programmed logic circuitry, then the processing system is configured to 
cause said imag e display controlling m e ans displays on said first display portion to display a 
fourth game image changed in such a manner as to arrange said selected figure ifhin the 
predetermined position of said first game image, and displays to cause said third game image 
displayed on said first display portion to be displayed on said second display portion wh e n it is 
d e t e rmin e d that said first gam e imag e do e s not b e com e an obj e ct to be operat e d by said 
op e rational object d e termining m e ans . 

11. (Currently Amended) A game apparatus according to claim 1, wherein said memory 
storage means-stores data to display a first game image including a plurality of game characters 
and data to display a second game image including a plurality of selected figures to select each 
of said plurality of game characters, 

said operational object determining programmed logic circuitry means includ e s a s e l e ct e d 
figur e d e t e rmining m e ans for d e t e rmining further determines whether or not any of said plurality 
of selected figures displayed on said second display portion is selected on the basis of the 
coordinat e s coordinate data d e t e ct e d by said coordinat e s d e t e cting m e ans , and by determining 
that any of said plurality of selected figures is selected^ by said s e l e ct e d figur e d e t e rmining 
meansrdetermines that said game character corresponding to said selected figure out of said 
plurality of game characters displayed on said first display portion becomes an-the^object to be 
operated, and the processing system is configured to cause said imag e display controlling m e ans 
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displays said game character which is determined to become an-the object to be operated by said 
operational object determining programmed logic circuitry means-in such manner as to move to 
said second display portion. 

12. (Currently Amended) A game apparatus according to claim 11, wherein said 
operational object determining programmed logic circuitry m e ans includes a condition 
det e rmining m e ans for determining further determines whether or not a predetermined condition 
is satisfied in a state that said game character is being displayed on said second display portion 
by said imag e display controlling means , and by determining that said predetermined condition is 
satisfied,, by said condition det e rmining m e ans, further determines that said game character 
displayed on said second display portion does not become an-the object to be operated, and 

the processing system is configured to cause said imag e display controlling means 
displays said game character in such a manner as to move to said first display portion when said 
game character displayed on said second display portion does not become an-the object to be 
operated by said operational object determining programmed logic circuitrym eafts. 

13. (Currently Amended) A game apparatus according to claim 12, furth e r 
comprising wherein: 

a paramet e r storing m e ans for storing param e t e r data indicativ e of a param e t e r of each of 
said plurality of game characters has a parameter that is associated with stored parameter data , 

a param e t e r display means for displaying wherein said parameter is displayed on any one 
of said first display portion and- and/or said second display portion on the basis of the parameter 
data A stored in said parameter storing means and 
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wherein a paramet e r changing means for changing the displayed parameter is changed 
display e d by said param e t e r display m e ans on the basis of the coordinat e s coordinate data 
det e ct e d by said coordinat e s d e tecting m e ans , wh e r e in and 

wherein if said game character displayed on said second display portion does not become 
the object to be operated by said operational object programmed logic circuitry, said imag e 
display controlling m e ans displays said game character jschanged on the basis of the coordinat es 
coordinate data d e t e ct e d by said coordinat e s d e tecting m e ans in such a manner as to move to said 
first display portion when it is d e t e rmin e d that said game charact e r display e d on said s e cond 
display portion m e ans do e s not b e com e an obj e ct to be op e rated by said op e rational obj e ct 
d e t e rmining . 

14. (Currently Amended) A game apparatus according to claim 7, wherein said 
predetermined condition includes abs e nc e no e£detection of said coordinat e s coordinate data for 
a fixed period of time. 

15. (Currently Amended) A game apparatus according to claim 7, further comprising a 
selected area sterift ^storage m eans-for storing data to display a selected area to instruct returning 
said first game image displayed on said second display portion to said first display portion, 
wherein 

snid imag e display controlling m e ans the processing system is configured to cause 
displays said selected area to be displayed on said second display portion when said first game 
image is displayed on said second display portion, and 
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said predetermined condition includes the coordinat e s coordinate data d e t e ct e d by said 
coordinat e s d e t e cting m e ans that indicates a display position of said selected area. 

16. (Currently Amended) A game apparatus according to claim 1 5, wherein if said first 
game image does not become the object to be operated, then the processing system is configured 
to cause the said imag e display controlling means e ras e s said selected area display e d to be erased 
on said second display portion wh e n it is det e rmin e d that said first gam e imag e do e s not b e come 
an obj e ct to b e op e rat e d by said op e rational obj e ct d e t e rmining m e ans . 

17. (Original) A game apparatus according to claim 8, wherein said figure includes a 
game character or icon. 

18. (Previously Amended) A game apparatus according to claim 1, wherein said input 
means is a touch panel set on said second display portion. 

19. (Canceled). 

20. (Currently Amended) A non-transitory storage medium storing game program of a 
game apparatus having a first display portion, a second display portion, a memory storage m e ans 
for storing data to display a game image, and an-a user input device means-for instructing an 
arbitrary position in said second display portion, wh e r e in said game program causes a proc e ssor 
processing system of said game apparatus to execute; 
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a coordinates d e tecting st e p for detecting coordinat e s coordinate data corresponding to a 
position instructed by said user input meansdevice, 

an op e rational obj e ct det e rmining st e p for determining whether or not a first game image 
displayed on said first display portion becomes an object to be operated on the basis of the 
coordinate coordinat es dat a d e t e ct e d by said coordinat e s d e t e cting st e p , 

an imag e display controlling st e p for if said first game image becomes the object to be 
operated, switching between said first game image which is being displayed on said first display 
portion and a second game image which is being displayed on said second display portion, and 
respectively displaying them on said second display portion and said first display portion wh e n it 
is d e t e rmin e d that said first gam e imag e b e com e s an obj e ct to b e op e rat e d by said operational 
object determining st e p ^ and 

a gam e processing st e p for performing a game process on said game image displayed on 
said second display portion on the basis of the coordinat e s coordinate data det e cted by said 
coordinat e s d e t e cting st e p , wher e in 

said gam e proc e ssing st e p chang e s wherein said first game image displayed on said 
second display portion by said image display changes controlling st e p on the basis of the 
coordinat e s coordinate data det e ct e d by said coordinates d e t e cting st e p . 

21 . (Currently Amended) A game control method of a game apparatus having a first 
display portion, a second display portion, a storage device m eans-for storing data to display a 
game image, and an input means -device for instructing an arbitrary position in said second 
display portion, the method comprising including : 
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a coordinat e s det e cting st e p for d etecting coordinat e s coordinate data corresponding to a 
position instructed by said input meaftsdevice, 

an op e rational obj e ct d e t e rmining st e p for determining whether or not a first game image 
displayed on said first display portion becomes an object to be operated on the basis of the 
coordinate coordinat e s data det e ct e d by said coordinates d e tecting st e p , 

an imag e display controlling st e p for if said first game image becomes the object to be 
operated, switching between said first game image which is being displayed on said first display 
portion and a second game image which is being displayed on said second display portion, and 
respectively displaying them on said second display portion and said first display portion when it 
is d e t e rmin e d that said first gam e imag e b e com e s an object to bo op e rat e d by said op e rational 
object d e termining st e p , and 

and a game proc e ssing st e p for performing a game process on said game image displayed 
on said second display portion on the basis of the coordinates coordinate data det e ct e d by said 
coordinat e s detecting st e p , wh e r e in 

wherein said gam e proc e ssing st e p chang e s said first game image displayed on said 
second display portion changes by said image display controlling st e p on the basis of the 
coordinat e s coordinate data detected by said coordinat e s d e t e cting st e p . 

22. (Canceled). 

* 

23. (Currently Amended) A non-transitory storage medium storing game program of a 
game apparatus having a first display portion, a second display portion, a memory storage device 
mean s for storing data to display a game image, an-a user input means -device for instructing an 
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arbitrary position in said second display portion, and a processor movem e nt instructing 
configured to m e ans for instructing instruct a movement of said game image between said first 
display portion and said second display portion, wh e r e in the game program having instructions to 
cause the processor of the game apparatus to execute: 

said game program caus e s a proc e ssor of said gam e apparatus to e x e cut e 
a mov e m e nt instruction d e t e cting st e p for detecting movement instructing dat a from said 
mov e ment instructing m e ans , 

■ 

an op e rational obj e ct d e termining st e p for determining whether or not a first game image 
displayed on said first display portion becomes an object to be operated on the basis of the 
movement instructing dat a d e t e ct e d by said mov e m e nt instruction d e t e cting st e p , 

an imag e display controlling step for if said first game image becomes the object to be 
operated, switching between said first game image which is being displayed on said first display 
portion and a second game image which is being displayed on said second display portion, and 
respectively displaying them on said second display portion and said first display portion wh e n it 
is d e t e rmined that said first gam e imag e b e com e s an obj e ct to b e op e rat e d by said op e rational 
obj e ct det e rmining s t e p , 

a coordinat e s d e t e cting st e p for detecting coordinat e s coordinate data corresponding to 
the arbitrary position instruct e d by said input m e ans , and 

a gam e processing st e p for performing a game process on said game image displayed on 
said second display portion on the basis of the coordinat e s coordinate data d e t e ct e d by said 
coordinat e s d e t e cting st e p , wh e r e in 
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said game processing st e p chang e s wherein said first game image displayed on said 
second display portion changes by said imag e display controlling st e p on the basis of the 
coordinates data det e ct e d by said coordinat e s d e t e cting st e p . 

24. (Currently Amended) A game control method of a game apparatus having a first 
display portion, a second display portion, a storage device means-for storing data to display a 
game image, an- a user input means -device for instructing an arbitrary position in said second 
display portion, and a-movement instructing means -programmed logic circuitry for instructing a 
movement of said game image between said first display portion and said second display portion, 
the method comprising including : 

a mov e m e nt instruction d e t e cting st e p for detecting movement instructing dat a from said 
mov e ment instructing m e ans , 

an operational obj e ct d e t e rmining s t e p for determining whether or not a first game image 
displayed on said first display portion becomes an object to be operated on the basis of the 
movement instructing dat a d e tect e d by said mov e m e nt instruction d e t e cting st e p , 

an imag e display controlling st e p for if said first game image becomes an object to be 
operated, switching between said first game image which is being displayed on said first display 
portion and a second game image which is being displayed on said second display portion, and 
respectively displaying them on said second display portion and said first display portion wh e n it 
is determin e d that said first gam e imag e b e com e s an object to be op e rat e d by said op e rational 
object d e t e rmining step , 

a coordinat e s d e t e cting st e p for detecting coordinat e s coordinate data corresponding to 
the arbitrary position instructed by said user input meansdevice, and 
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a gam e proc e ssing st e p for performing a game process on said game image displayed on 
said second display portion on the basis of the coordinat e s coordinate data d e tect e d by said 
coordinat es d e t e cting step , wh e r e in 

said gam e proc e ssing stop chang e s wherein said first game image displayed on said 
second display portion changes by said image display controlling st e p on the basis of the 
coordinat e s coordinate data detect e d by said coordinates d e t e cting st e p . 

25. (Currently Amended) A game apparatus, comprising: 
a first display portiom portion; 
a second display portion. portion; 

a memory storage means- device for storing data to display a game jmager image; 
a first input means -device for instructing an arbitrary position in said second display 
portion, ; 

a coordinat e s coordinate detecting m e ans sensonfor detecting coordinat e s coordinate data 
corresponding to a position instructed by said first input meaft sdevice? ; 

a second input means -device different from said first input mean sdevice . the second input 
device operable to detect second input data; 

a processing system configured to: 

an input data d e t e cting means for det e cting input data from said second input m e ans, 

nn np ft rntinnnl obj e ct det e rmining moans for d e t e rmining determine whether or 
not a first game image displayed on said first display portion becomes an object to be 
operated on the basis of the second input data input data d e t e ct e d by said input data 
det e cting m e ans,; 
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an image display controlling m e ans for switching switch between said first game 
image which is being displayed on said first display portion and a second game image 
which is being displayed on said second display portion, and respectively displaying 
them on said second display portion and said first display portion ^ wh e n it is d e t e rmin e d 
that if said first game image becomes an -the object to be operated by said op e rational 
object d e t e rmining m e ans,; and 

perform a game proc e ssing m e ans for p e rforming a game process on said game 
image displayed on second display portion on the basis of the coordinat e s coordinate data 
d e tect e d by said coordinat e s d e t e cting m e ans , wher e in 

said gam e proc e ssing m e ans chang e s wherein said first game image displayed on said 
second display portion changes by said imag e display controlling m e an s on the basis of the 
coordinat e s coordinate data det e cted by said coordinat e s d e t e cting m e ans . 

26. (Canceled). 

* 

27. (New) A computer system comprising: 
a first display screen; 

a second display screen; 

a user input device configured to interact with the second display screen, the interaction 
between the user input device and the second display screen resulting in coordinate data related 
to an interaction position; and 

a processing system configured to cause: 
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a first image displayed on the first display screen and a second image displayed 
on the second display screen to be respectively displayed on the other display screen 
when the first image becomes ah operational object based at least in part on the 
coordinate data related to the interaction position on the second display screen. 

28. (New) A computer game system comprising: 
a first display portion; 

a second display portion; 

a memory storage device configured to store a virtual game object; 
a first user input device configured to accept user input relating to a position of the 
second display; 

a processing system configured to: 

animate movement of the virtual game object from the first display portion to the 
second display portion based on a received movement instruction, such that the virtual 
game object gradually transitions from the first display portion to the second display 
portion; and 

perform an action on the virtual game object based at least in part on the position 
of user input on the second display; 

29. (New) A computer system comprising: 
a first display portion; 

a second display portion; 

a memory storage device configured to store a virtual game object; 
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a first user input device configured to accept positional user input data relating to a , 
position of the second display; 

a second input device configured to accept second input data, the second input device 
different from the first user input device; 

a processing system configured to carry out instructions of: 

determining an operational object based at least in part on the second input data; 
switching a first game image displayed on the first display portion and a second 
game image displayed on the second display portion when the first game image becomes an 
operational object, so that the first game image is displayed on the second display portion and the 
second game image is displayed on the first display portion; and 

changing the first game image on the second display portion based at least in part 
on the positional user input data. 

30. (New) A method for use on a computer system, the computer system including a 
first display portion, a second display portion, a processor, a first user input device, a second user 
input device, and a memory unit, the method comprising: 

* 

i 

displaying a first game image on the first display portion; 
displaying a second game image on the second display portion; 
detecting coordinate data from the first display portion; 
detecting second input data from the second user input device; 
determining an operational object on the basis of the second input data; 



-20- 



MIYAMOTO et al 
Appl.No. 10/593,981 
November 15,2010 

if a first game image displayed on the first display portion is the operational object, then 
switching the first game image and displaying the first game image on the second display portion 
and displaying a second game image on the first display portion; and 

performing a game process on the first game image that is displayed on the second 
display portion based at least in part on the coordinate data. 
» 

3 1 . (New) A non-transitory computer readable medium storing computer-readable 
instructions for performance a method for use on a computer system including a first display 
portion, a second display portion, a processor, a first user input device, a second user input 
device, and a memory unit, the stored instructions comprising instructions configured to: 

detect coordinate data from the first display that relates to the a point indicated by the 
first user input device on the first display portion; 

detect second input data from the second user input device; 

determine an operational object on the basis of the second input data; 

if a first game image displayed on the first display portion is the operational object, then 
switch to the first game image and display the first game image on the second display portion 
and display a second game image on the first display portion; and 

perform a game process on the first game image that is displayed on the second display 
portion based at least in part on the coordinate data. 
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